Dungeon Master Option High Level
Campaigns 1

Dungeon Master
Option High Level

Campaigns

Downloaded
from
remodelicious.com
by Hooper &
Demarcus

Dungeon
Master
Option High
Level
Campaigns

MASTERING EPIC
ADVENTURES:
DUNGEON MASTER
OPTION HIGH
LEVEL CAMPAIGNS

Running a high-level
Dungeons & Dragons
campaign is a different
beast from guiding a
party through the early
levels. The challenges
shift dramatically: gods
become pawns, planes
of existence are travel
destinations, and the
fate of entire worlds
hangs in the balance.

For many Dungeon
Masters, the prospect
of running a campaign
beyond level 10, let
alone past level 15,
can be daunting. Yet,
with the right mindset
and preparation, high-
level play offers some
of the most memorable
and epic storytelling
possible. This article
explores the essential
Dungeon Master
Option High Level
Campaigns
provides—tools,
techniques, and
creative approaches
that turn potential
pitfalls into legendary
triumphs. Whether you


https://remodelicious.com/

are considering your
first tier 4 adventure or
fine-tuning an existing
epic saga, these
insights will help you
keep the dice rolling

and the story
compelling.
UNDERSTANDING
HIGH-LEVEL

CAMPAIGNS IN
D&D

High-level campaigns
typically refer to play
in the level 11-20
range, often stretching
into "epic" content
beyond 20th level
through boons or
homebrew rules. At
these levels,
characters are not just
adventurers; they are
movers and shakers of
the multiverse. A 15th-
level wizard can
teleport across
continents, a paladin
can smite fiends with
divine fury that
reshapes reality, and a

rogue can become
virtually untouchable.
The core dynamic
shifts from survival and
discovery to influence
and cosmic impact.

What makes high-level
campaigns unique is
the scale of conflict. A
goblin ambush no
longer threatens the
party—instead, they
might contend with the
machinations of a
demon lord, the
collapse of a planar
barrier, or a war
among deities. The
Dungeon Master
Option High Level
Campaigns

recommends

embracing this shift
wholeheartedly. The
rules of the game still
apply, but the narrative
and mechanical tools
available to both
players and the DM
become far more
complex. The thrill
comes not from
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overcoming a single
deadly encounter but
from navigating
intricate webs of
alliances, magical
consequences, and
world-altering
decisions.

THE UNIQUE
CHALLENGES FOR
THE DUNGEON

MASTER
Running high-level
games presents

distinct difficulties that
can overwhelm a DM
unprepared for the
power and scope at the
table. Recognising
these challenges is the
first step to mastering
them.

Balancing
Encounte

I'S

Encounter balance
becomes a tightrope
walk at high levels. The
standard Challenge
Rating (CR) system,
while useful, often fails
to account for the
exceptional synergies
between high-level
abilities. A party with a
wish spell, simulacrum,
or legendary magic
items can trivialise
what the books claim is
a "deadly" encounter.
Conversely, a single
creature with a save-
or-suck effect can end
a character without
proper
countermeasures.

To address this, the
Dungeon Master
Option High Level
Campaigns suggests
moving beyond solo
monsters. Use multiple
enemies, each with
their own



roles—supporting
casters, melee
disablers, and ranged
artillery. Incorporate
legendary actions, lair
actions, and regional
effects to keep
pressure on the party
even when their action
economy overwhelms
a single foe. More
importantly, design
encounters with
objectives beyond "kill
everything." A ritual
must be interrupted
within five rounds; a
magical nexus must be
captured while waves
of enemies pour in; a
fragile ally must be
escorted through a
collapsing fortress.
These layered goals
force players to
allocate resources
strategically rather
than simply unleashing
their most powerful
spells.

Player
Power
and
Resource
Managem
ent

High-level characters
have an immense
toolbox: Teleport,
Planar Binding, Divine
Intervention, and more.
The DM must be ready
for players to bypass
entire story arcs with a
cleverly worded wish or
a well-timed scry-and-
teleport combo. Rather
than seeing this as a
problem, treat it as a
design constraint. Plan
for the fact that the
party will likely avoid
your carefully crafted
dungeon—so give
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them reasons to go
anyway. Time
pressure, morally
complex choices, and
unpredictable side
effects can make high-
level abilities a source
of drama rather than a
story-breaker.

Resource management
also changes. Long
rests are powerful, but

if the party can rest
anywhere, tension
disappears. Use
narrative clocks,
dangerous locations
where resting is
impossible, and
intelligent enemies

who track the party
and interrupt their
downtime. The
Dungeon Master
Option High Level
Campaigns includes
rules for epic resting
on planes, such as the
need for a safe haven
amid the Abyss or the
time dilation of the
Feywild. These optional

rules can restore a
sense of scarcity and
urgency.

ESSENTIAL
DUNGEON MASTER
OPTIONS FOR
HIGH-LEVEL
CAMPAIGNS

The official Dungeon
Master’'s Guide and
supplementary books

offer a wealth of
optional rules
specifically  designed

for high-level play.
Understanding these
Dungeon Master
Option High Level
Campaigns choices
can drastically enhance
your game.

Plot and
Narrative



Options

High-level stories
demand high-stakes
plots. Instead of a
single villain, consider
an organisation or a
planar threat. The
party might become
leaders of their own
faction—running a
stronghold, forging
alliances between
kingdoms, or even
ascending to divine
status. The Dungeon
Master Option High
Level Campaigns
includes the concept of
"epic boons" as
rewards for completing
major story arcs. These
boons, found in the
Dungeon Master’s
Guide, grant powerful
abilities that replace
traditional magic item
progression and give
players a sense of

Another narrative
option is to include a
"ties that bind"
mechanic. Connect
each character’s
backstory to the
central conflict.
Perhaps the warlock’s
patron is the secret
power behind the
demon invasion, or the
cleric’'s deity is being
corrupted. These
personal stakes make
the vast scale of the
campaign feel intimate
and meaningful.

Encounte
r Design
Options

Beyond
combat,

standard
high-level
encounters should
incorporate mythic
actions (as seen in

earned legendary Mythic Odysseys of
power. Theros) and
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environmental hazards
that interact with
spells. For example, a
battle on the back of a
flying celestial turtle
might require checks
to hold position while
fighting; a temple of
fire might have
geysers that erupt and
reshape the battlefield.
Use the optional rules
for cleaving through
creatures, massive
damage, and lingering
injuries to add grit and
consequence, even to
high-level brawls.

Puzzle encounters also
shine at high levels.
The party has access
to spells like true
seeing, telepathy, and
move earth, so design
puzzles that require
exactly those abilities
to solve—or that can
be solved in multiple
creative ways. Reward
clever thinking with
insight rather than
punishing unmet

expectations.

Reward
and
Progressi
on
Options

By level 15, characters
likely already have the
magic items they want.
To keep progression
exciting, offer non-
traditional rewards:
titles, lands, business
opportunities, political
influence, or
knowledge of ancient
secrets. The Dungeon
Master Option High
Level Campaigns
strongly recommends
using epic boons and
blessing of the gods as
primary carrots. These
do not rely on
attunement slots and



can be tailored to each
class.

You might also
introduce custom feats
or adapt the 3.5
edition’s epic level
handbook rules for
modern 5th edition. For
instance, a fighter who
reaches level 20 could
gain a second action
surge per short rest, or
a wizard could learn a
unique legendary spell.
The key is to keep
progression meaningful
without breaking the
game’s math entirely.
Consider capping
ability scores at 30 and
granting additional
uses of class features
rather than stacking
bonuses.

STRUCTURING A
HIGH-LEVEL
CAMPAIGN

Planning the arc of a
high-level campaign is
like writing a trilogy of

novels—each part must
escalate logically while
giving the players
narrative breathing
room.

The
Three-Act
Structure

Act 1 introduces the
epic threat. The party,
already powerful,
discovers that their
previous achievements
are dwarfed by a
coming cataclysm.
Perhaps an elder evil
stirs, or a god of
destruction seeks to
unmake the world. This
act is relatively short,
focusing on
reconnaissance and
initial alliances.

Act 2 takes the party
into the planes or
dangerous frontiers.
They must gather
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allies, secure artifacts,
or close rifts. This is
where the bulk of the
adventure lies—a
sandbox with several

factions, moving
pieces, and tough
choices. Use side

guests that feed into
the main plot, like
rescuing a celestial

champion or
bargaining with a lich
for forbidden
knowledge.

Act 3 is the climax. The
party confronts the
ultimate villain in a set-
piece battle that spans
multiple phases. The
environment shifts, the
villain uses legendary
actions, and the
players must use every
resource they have.
This is the moment for
character death or
ultimate sacrifice to
feel weighty.

Pacing
and
Downtim
e

High-level campaigns
can become
exhausting if every
session is a desperate
fight. Intersperse
downtime sessions in
safe havens—the
party’s stronghold, a
planar city like Sigil, or
a demiplane of their
own making. Use
downtime for research,
crafting legendary
items, training
followers, or managing
factions. The Dungeon
Master Option High
Level Campaigns
includes rules for
strongholds and
followers from the
Strongholds &



Followers supplement,
which can add a layer
of strategic depth. Let
the players feel like
rulers, not just murder
hobos.

Pacing also means
allowing failures to be
temporary. If the party
loses a key ally or an
artifact is stolen, use
that setback as a hook
for the next arc. High-
level play thrives on
twists, betrayals, and
second chances.

TOOLS AND
RESOURCES FOR
THE DUNGEON
MASTER

You do not need to
reinvent the wheel.
Several official and
third-party resources
provide ready-made
material for high-level
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Mad Mage (levels
5-20), Descent
into Avernus
(levels 1-13,
easily scaled up),
Princes of the
Apocalypse
(levels 1-15),
and Out of the
Abyss (levels
1-15+) offer
extensive high-
level content.
The Rise of
Tiamat
adventure is
specifically
designed for tier
3 and 4 play.
Optional Rules
Books: The
Dungeon
Master’s Guide
(chapters 7-8),
Xanathar’s Guide
to Everything
(downtime, tool
proficiencies),

campaigns. and Tasha’s
e Published Cauldrog of
Adventures: E \{erytfh/ng
Dungeon of the (sidekicks,
10 Dungeon Master Option High Level 2022-08-18

Campaigns



Dungeon Master Option High Level

Campaigns

11

magical
environments)
are invaluable.

e Homebrew and
Community
Resources:
Online hubs like
DMsguild,
Reddit’s
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r/DMAcademy,
and the Dungeon
Master Option
High Level
Campaigns
forum threads
offer a wealth of
ideas. Consider
the



